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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO? 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES. 


| A WARNING - Seizures] 





* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 

e Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video gamo 

* Parents should watch when their childron play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms 


Loss of awareness 
Disorientation 


Convulsions 
Altered vision 


Eye or muscle twitching 
Involuntary movements 


* To reduce tho likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


A WARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions 

to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

+ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* |f your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours 
before playing again. 

e If you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor. 


AA WARNING - Battery Leakage 


Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients 
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well 
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash 
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately 
flush thoroughly with water and see a doctor. 

To avoid battery leakage: 

e Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 

Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

Do not peel or damage the battery label. 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 


accessories, games Official 


and related 


products. Seal 


Nintendo does not license the sale or use of products 
without the Official Nintendo Seal 


EVERYONE 
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THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY* 


ADVANCE, GAME BOY" MICRO, OR NINTENDO DS™ VIDEO 


GAME SYSTEMS. 


Important Legal Information 

Copying of any video game for any Nintendo system is illegal and is 
strictly prohibited by domestic and international intellectual property 
laws. “Back-up” or “archival” copies are not authorized and are not 

necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized 

copying device or any unlicensed accessory. Use of any such device 

will invalidate your Nintendo product warranty. Nintendo (and/or 

any Nintendo licensee or distributor) is not responsible for any damage 
or loss caused by the use of any such device. If use of such device 
causes your game to stop operating, disconnect the device carefully 

to avoid damage and resume normal game play. If your game ceases 

to operate and you have no device attached to it, please contact the 
game publisher's "Technical Support" or "Customer Service" department. 


The contents of this notice do not interfere with your statutory rights. 
This booklet and other printed materials accompanying this game are 
protected by domestic and international intellectual property laws. 
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NINTENDO, GAME BOY, GAME BOY ADVANCE AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO. 


© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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After eating another huge meal, Garfield is ready for a long nap with a full belly. As he falls asleep, he starts 
having some very strange dreams as a result of overeating right before his nap. Each dream is crazier than 
the last. Help Garfield through this nightmare adventure by guiding him safely through each of his nine lives. 
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1. Turn OFF the Power switch of your Nintendo Game Boy® Advance. Never insert or remove a Game Pak 


when the power is on. 


2. Insert the Garfield Game Pak into the Game Pak Slot of the Game Boy® Advance. Press firmly to lock the 


Game Pak in place. 


3. Turn the Power switch ON. The Game Boy® Advance Screen will appear followed by license screens and 
the Language Selection Screen (if you do not see them, start again from step 1). 

4. Select your language and then press the A Button to go to the Main Title Screen. 

5. Press the A Button or START to go to the Main Menu. 


© POLAT GR 
OPTIONS 


In the Main Menu, press the A Button to choose the 
highlighted option. Change the option by pressing +Control 
Pad Up or Down. There are two options in the Main Menu: 
Play Game and Options. 
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In this menu there are two Save Slots. If you have not played 
the game before, both Save Slots will indicate "NO DATA". 
Choose one of the Slots to begin a new game and select the 
difficulty. If you have played the game before, the name of the 
last level you have reached will appear in a Saved Slot. From a 
Saved Slot that has a level name, you can play that specific 
level or any previous levels. You can change the selected Save 
Slot with +Control Pad Up or Down. Once you are on the 
selected Save Slot, you can change the selected level with 
+Control Pad Left or Right. When you have selected the level 
you want to play, press the A Button to start playing it. 
Pressing the B Button will take you back to the Main Menu. To 
delete a Save Slot, highlight “ERASE DATA”, press the A Button, 
and then use the +Control Pad to select the slot you wish to 
delete. WARNING: once data has been deleted it cannot be 
recovered. 


The Options Menu allows you to adjust the audio settings in the 
game, The "Credits" option shows you who produced the game. 
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Move Garfield around with +Control Pad in all levels. Pressing 
+Control Pad Down will make Garfield duck. While ducking, he 
can crawl left and right. Once +Control Pad Down is released, 
Garfield will stand up again. Pressing +Control Pad Up will 
make Garfield look up, and the camera will move upwards. 


Press the A Button to make Garfield jump. You can move 
Garfield and change direction while jumping. The B Button is 
used for Garfield's attack. When it is pressed, Garfield will 
kick. If the B Button is pressed while in the air, Garfield will 
deliver a kick in mid-air. Garfield also has two special moves: 
the shoulder charge and the elbow slam. The shoulder charge 
is done by pressing and holding either the L Button or the R 
Button while pressing +Control Pad Left or Right. This allows 
Garfield to break walls, doors and crates. The elbow slam is 
done by pressing and holding +Control Pad Down while in the 
air. This allows Garfield to break floors and crates. 


THE CIRCUS 
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Each level begins with an Intro. These scenes explain Garfield's 
situation in his adventure and what he needs to do to complete 
the level. 


You can press START to pause 
the game at any time during the 
action. The Pause Menu allows 
you to Continue or Quit the game. 
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CAME SCREEN ELEMENTS 


During the game, certain icons appear on screen providing information about Garfield: 


<=- Garfield can collect trays of lasagna to increase his health (unless 
Difficulty is set to HARD). When he loses his health, Garfield loses a life. 


The number of lives Garfield has left. If Garfield dies while the 
counter is down to zero, the game is over. 


00 500 The amount of food Garfield has found in the level. 


This will appear on screen when Garfield has found the special 
Pooky that appears once in every level. 

'— It will appear on screen when Garfield has picked up a key. Garfield 
can unlock doors when he has a key. 

~The amount of eggs Garfield has found in the “Arbuckle 
Farm" level. 

© = The number of cats Garfield has freed in the “Obedience 
Class" level. 

>- 09 c The amount of remaining hits before Garfield defeats the 
enemy in any of the 3 "Boss" stages. 


n 
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HINTS 
e Besides fighting off nasty enemies, Garfield must avoid environmental hazards during his adventure. 


Look out for falling objects, steam gusts and other items that could be dangerous for Garfield. 
e Some crates, walls and floors can be broken and lead to shortcuts and secret areas. Use Garfield's special 


moves to bust through them. 
e Search for secret areas and hidden rooms. This is sometimes the only way to collect all the food or find the 


hidden Pooky in each level. 




















Things have run amuck on Arbuckle farm. Garfield must find 
and collect the missing eggs and chase away the foxes that 
have been scaring the chickens. Garfield must also avoid 
obstacles such as rakes that will pop up and hit him if he 
steps on them. Press the B Button to kick the foxes before 
they swipe at Garfield with their tail. 


The door has slammed shut behind Garfield as he finds 
himself inside a scary haunted house. He must find the 
key to unlock the door in order to escape. Garfield must 
avoid or fight ghosts and bats as he sneaks through the 
house. Press the A Button to jump and then the B Button 
to kick a ghost or bat while they are in the air. 
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Things are literally falling apart at the local circus. Garfield 
must escape the dangerous big top and find the exit. Along the 
way, he must avoid pie-throwing monkeys, falling objects and 
other obstacles. Press the A Button to jump and land on a 
trampoline so that Garfield will jump even higher in the air. 


Garfield hates spiders and has chased one into a pipe. In his 
hurry he has gotten lost in the sewers, but he is not alone. 
Help Garfield find his way back to the surface. Watch out for 
rats scurrying on the floor and giant spiders dropping from the 
ceiling. 








Nermal is stuck up a tree. Garfield must climb up a few trees 
with lower branches in order to get to the large tree where the 
stranded kitten is. Along the way he must avoid squirrels, birds 
and falling nuts. Be careful. Some branches are weak and will 
break if Garfield stands on them for too long. 


Garfield is looking for the local bully, Harvey, who has been 
bothering Arlene. Guide Garfield through the back alley avoiding 
falling obstacles from the buildings above. Garfield will have to 
face a number of tough cats and dogs as he makes his way 
through the mean streets. Press the A Button to make Garfield 
kick the alley cats and dogs. 
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Garfield is dropped off at a pet boarding house that turns out 
to be more like a pet prison. Left alone for a moment, Garfield 
has his chance to escape. But he chooses not to until his 
fellow felines are freed as well. Help Garfield find and free all 
the cats in cages hidden throughout the level. While freeing 
the cats, watch out for the large guard bulldogs that patrol the 
building. 


Dr. Dupes has kidnapped Odie and plans to clone him. It is up 
to Garfield to rescue his canine friend. As Garfield searches the 
lab for Odie, he must avoid the Odie clones that have already 
been created. Avoid mechanical obstacles in the lab while 
helping Garfield find the Key that will unlock the room where 
Odie is being kept. 


























KiTCHEN CAT-ASTROPHE 


Back home, Garfield must defeat an army of angry food. 
Celery, tomatoes, carrots and jars of mustard have taken over 
the house. Help Garfield fight his way from room to room in 
order to find out where the disgruntled food is coming from. 





BOSS STAGES 


Every three levels Garfield must face 
and defeat a boss. These characters 
are tougher than the average enemy 
and sometimes require special 

moves to be beaten. The "Boss" 
stages must be completed for Garfield 
to continue his adventure. 
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Tras darse una buena comilona, Garfield se dispone a echarse una gran siesta con la tripa llena. Pero, al 
dormirse, el empacho comienza a pasar factura y empieza a tener sueños muy extraños. Cada sueño es más 
descabellado que el anterior. Ayuda a Garfield a lo largo de esta aventura guiándole sano y salvo a través de 


sus nueve vidas. 
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1. Apaga el Interruptor de encendido de tu Nintendo® Game Boy® Advance. No insertes ni extraigas un m O00 e En este menú aparecen dos Ranuras de guardado. Si es la 
cartucho con el sistema encendido. | MED Ium primera vez que juegas mostrarán el mensaje: "SIN DATOS". 
2. Introduce el cartucho de Garfield en la Ranura del cartucho de Game Boy® Advance. Presiona con fuerza MÀ > —— Selecciona una de las Ranuras para comenzar una partida y 
para colocar bien el cartucho en su sitio. j mins E. Bi eue o ee selecciona el nivel de dificultad. Si ya has jugado anteriormente, 
3. Enciende el Interruptor de encendido. Aparecerá la Pantalla de Game Boy® Advance seguida de los avisos (8) QOQOQOCOGOQOGOO aparecerá en una de las Ranuras el nombre del ültimo nivel al 





de licencia correspondientes y la pantalla de selección de idioma (si no ves estas pantallas, vuelve a que hayas llegado. Desde una Ranura con un nombre de nivel 


empezar desde el paso 1). — : i puedes jugar tanto a ese nivel en particular como a cualquier 
4. Selecciona el idioma que quieras y luego pulsa el Botón A para acceder a la pantalla del título. i nivel anterior. Puedes cambiar de Ranura de guardado con el -- 
5. Pulsa el Botón A o el Botón START para ir al menú principal. Panel de Control arriba o abajo. Una vez en la Ranura deseada 


puedes cambiar de nivel con el + Panel de Control izquierda o 
derecha. Cuando hayas seleccionado el nivel al que quieres 


í princi j i ió j Ó jugar. | Botón B 
En el menú principal, pulsa el Botón A para elegir la opción i j i jugar, pulsa el Botón A para empezar a jugar. Pulsa e 
resaltada. Para cambiar de opción, pulsa arriba o abajo en el ' v, SOUND jj a , a Fara eA una HUS UR 
& PLA GG + Panel de Control. Hay dos opciones disponibles: Jugar y MUSIC oN e. \ guardado selecciona "ELIMINAR DATOS” y luego selecciona la 
Opciones. ) r | Ranura con el + Panel de Control y pulsa el Botón A. ATENCIÓN: 
MIES EOTS los datos eliminados no se pueden recuperar. 


4 À 


El menú Opciones te permite ajustar los parámetros de sonido 
del juego. En Créditos, podrás consultar la lista de creadores 
del juego. 
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Para mover a Garfield por todos los niveles, utiliza el + Panel 
de Control. Si pulsas abajo en el + Panel de Control, harás que 
Garfield se agache. Desde esta posición, puede gatear hacia la 
izquierda y la derecha. Cuando sueltes el + Panel de Control, 
Garfield volverá a su posición habitual. Si pulsas arriba en el 

+ Panel de Control, Garfield y la cámara mirarán hacia arriba. 


Para saltar, pulsa el Botón A. Puedes mover a Garfield y 
hacerle cambiar de dirección durante los saltos. El Botón B 
sirve para atacar. Al pulsarlo, Garfield dará una patada. Si lo 
pulsas durante un salto, Garfield realizará una patada aérea. 
Garfield también dispone de dos movimientos especiales: la 
carga y el codazo. Para cargar contra algo, mantén pulsado el 
Botón L o el Botón R mientras pulsas izquierda o derecha en 
el + Panel de Control. Mediante esta técnica, podrás destruir 
muros, puertas y cajas. Para dar un codazo, mantén pulsado 
abajo en el + Panel de Control mientras Garfield esté en el 
aire. Con este método, podrás atravesar superficies y cajas. 
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Cada nivel comienza con una introducción. Estas escenas te 
explican la situación de Garfield en su aventura y lo que 
necesita para completar el nivel. 


En cualquier momento de la partida 
puedes pulsar START para detener 
el juego. En el menú de pausa, tienes 
la opción de Continuar o Salir de 

la partida. 
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ELEMENTOS DE LA PANTALLA DE JUEGO CONSEJOS 


Durante la partida, verás ciertos iconos en pantalla con información acerca de Garfield: * Además de combatir contra malvados enemigos, Garfield debe evitar todos los peligros que vaya 
encontrándose durante su aventura. Cuidado con los objetos que caigan, las salidas de vapor y otros 


em Garfield puede conseguir bandejas de lasaña para incrementar su elementos dañinos para Garfield. 

nivel de salud (excepto en el nivel de dificultad DIFÍCIL). Cuando agota la * Algunas cajas, muros y superficies pueden esconder atajos y zonas secretas. Usa los movimientos 
salud disponible, Garfield pierde una vida. especiales de Garfield para destruirlos. 

(5 3€ & => indica el número de vidas que le quedan a Garfield. Cuando e f zonas ME y a escondidas. 
Garfield muere y no le quedan más vidas, la partida finaliza. veces, es el ünico modo de conseguir 





2 : y i comida o dar con Pooky en un nivel. 
8 muestra la cantidad de comida que Garfield ha 


encontrado en el nivel. 


2 aparece en pantalla cuando Garfield da con su querido Pooky, que 
aparece una vez en cada nivel. 


=r este icono aparece cuando Garfield ha conseguido una Ilave. 
Con este objeto, Garfield puede abrir puertas. 
Q 3€ 2 muestra la cantidad de huevos que Garfield ha 
encontrado en el nivel “Granja Arbuckle". 
11 x i indica el número de gatos que Garfield ha liberado 
X en el nivel "Clase de obediencia". 


(0000 informa de la cantidad de golpes que Garfield tiene 
que propinarle a cualquiera de los 3 jefes de nivel para derrotarle. 


CON 





iLa Granja Arbuckle es un auténtico caos! Garfield tendrá que 
buscar y conseguir los huevos desaparecidos y echar a los 
zorros que andan espantando a las gallinas. Garfield debe 
evitar cualquier obstáculo que pueda aparecer y hacerle daño, 
como los rastrillos. Pulsa el Botón B para dar patadas a los 
zorros antes de que barran a Garfield de un coletazo. 


La puerta se ha cerrado tras Garfield, que de repente se 
encuentra en una espeluznante casa encantada. Tendrá 
que encontrar la llave para desbloquear la puerta y 
poder escapar. Entretanto, Garfield debe evitar o 
enfrentarse a los fantasmas mientras recorre 
sigilosamente la casa. Pulsa el Botón A para saltar y 
luego el Botón B para dar patadas aéreas a los 
fantasmas y los murciélagos. 
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El circo local se está viniendo abajo, literalmente. Garfield 
tiene que huir de la peligrosa carpa y encontrar la salida. Por 
el camino, deberá esquivar las tartas que le lanzan los monos, 
los objetos que caen y otros obstáculos. Pulsa el Botón A para 
saltar y trata de caer sobre un trampolín para poder llegar 
mucho más alto. 


Garfield odia a las arañas, y ha logrado cazar una en una 
tubería. Con las prisas, ahora se ha perdido en las 
alcantarillas, pero no está solo. Ayuda a Garfield a volver a la 
superficie. Cuidado con las ratas que corretean por el suelo y 
las arañas gigantes del techo. 





Nermal no puede bajar de un árbol. Garfield tendrá que trepar 
a unos cuantos árboles con ramas más bajas para llegar al 
más alto, donde se encuentra el gatito. Por el camino, tendrá 
que esquivar a las ardillas y los pájaros, además de las 
bellotas que van cayendo. Mucho ojo. Algunas ramas son 
frágiles y se partirán si Garfield se sube demasiado tiempo. 


Garfield anda buscando al matón del barrio, Harvey, que ha 
estado molestando a Arlene. Ayuda a Garfield a recorrer el 
callejón evitando los objetos que caen de los edificios. Garfield 
deberá enfrentarse a varios gatos y perros duros mientras 
atraviesa las peligrosas calles. Pulsa el Botón A para 
enseñarles a los gatos y perros callejeros lo que es una buena 
patada. 
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A Garfield le han dejado en una guarderia de mascotas que 
resulta ser lo más parecido a una cárcel de animales. En un 
momento de descuido, Garfield aprovecha para escapar. Pero 
no quiere irse sin ayudar a sus amigos felinos. Ayuda a 
Garfield a encontrar y liberar a todos los gatos enjaulados del 
nivel. Al soltarlos, ten cuidado con los enormes bulldogs 
guardianes que vigilan el edificio. 


El Sr. Dupes ha raptado a Odie y planea clonarle. ¡Garfield 
debe rescatar a su perruno amigo! Mientras busca a Odie por 
el laboratorio, tendrá que evitar a los clones de Odie 
existentes. Esquiva los obstáculos mecánicos del laboratorio 
mientras ayudas a Garfield a encontrar la llave de la sala 
donde está encerrado Odie. 













TORE LING ER LA COCINA 

De vuelta a casa, Garfield tiene que enfrentarse a un ejército 
de comida enfurecida. Apio, tomates, zanahorias y tarros de 
mostaza se han hecho con el control de la casa. Ayuda a 
Garfield a luchar de habitación en habitación para averiguar 
de dónde proceden todos esos alimentos. 


NIVELES DE JEFE 


Cada tres niveles, Garfield debe 
enfrentarse y derrotar a un jefe. 
Estos personajes son más fuertes 
que el resto de enemigos, y a veces 
tendrás que emplear movimientos 
especiales para vencerles. Sin embargo, 
tendrás que derrotar a estos jefes 
para que Garfield prosiga su 
aventura. 
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Notes: 


WARRANTY 


The American Game Factory Inc warrants to the original purchaser of this The American Game Factory Inc software product that the medium 
on which this computer program is recorded is free from defects in material and workmanship for a period of ninety (90) days from the date 
of purchase. This The American Game Factory Inc software program is sold "as is," without express or implied warranty damages of any kind, 
and The American Game Factory Inc is not liable for any losses or damages of any kind resulting from the use of this program. The American 
Game Factory Inc agrees for a period of ninety (90) days to either repair or replace, at ils option, free of charge, any The American Game 
Factory Inc software product, postage paid, with proof of purchase, at ils Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect in the The 
American Game Factory Inc software product has arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN 
LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR 
OBLIGATE The American Game Factory Inc ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WAR 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD 
DESCRIBED ABOVE. IN NO EVENT WILL The American Game Factory Inc BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR 
CONSEQUENTIAL DAMAGES RESULTING FROM POSSESION, USE OR MALFUNCTION OF THIS The American Game Factory Inc 
SOFTWARE PRODUCT. 














Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of incidental or consequential 
damages so the above limitations and/or exclusions of liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which very from state to state. 





The American game Factory Inc Customer Service is available at 1 877 404 GAME (4263). 
1337 3rd St. Promenade, Suite 301 à Mon - Fri 9.00 - 5.00pm (PST) 
Santa Monica, CA 90401 www.gamefactorygames.com 
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